Fishing for Terrorists

Designed by Geoff Bottone, Colleen Skadl, and Cliff Bohm          Art by Kennon James          Art Direction and Layout  by Cliff Bohm          For 3 to 6 players ages 10 and up

Components
88 Fishing for Terrorists cards

6 Wanted Terrorist Groups/Turn Order cards
rules
Overview

In Fishing for Terrorists, you fight against terrorism as the heroic head of a government agency. Your mission, should you choose to accept it, is to capture as many terrorists as possible, even if it means stabbing the other agencies in the back. Don't forget: Your reputation - and your budget - are on the line.
Object of the Game

To score the most points for captured Terrorists.

Setup

Remove the six Wanted Terrorist Groups/Turn Order cards from the deck, give one to each player and put the rest back in the box. These are for reference only.

If you are playing a two player game remove the two “Interdepartmental Manhunt” cards and the “Bureaucratic Mix Up” card and put them back in the box.

Shuffle the deck and deal each player a starting hand. The starting hand is determined by the number of payers.
	Number of players
	Starting hand size

	5 or 6
	3 cards

	3 or 4
	4 cards

	2
	6 cards


Place the reminder of the deck within easy reach of all players (this is the Draw Pile). Leave space next to the Draw Pile for the Discard Pile. Choose someone to go first.

On Your Turn
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Step 1: Conduct an Investigation
At the start of your turn, you must conduct an investigation. Name another player and ask that player if they have information about one of the terrorist groups listed on the Wanted Terrorist Groups card.

For example you could ask "Cliff, do you have any Apathetic Atheists?" or "My sources say that you might know something of value about the Militant Satanic Gamers. Is this true, Geoff?" or even “Colleen! We need that information on the Paramilitary Psychopaths… and don’t hold out on me, this is a matter of national security!!”
If the named player has any members of the terrorist group that you asked for in their hand, they must give you one. Add this card to your hand.

If they do not have any members of the terrorist group that you asked for in their hand, your investigation fails.  Draw two cards from the Draw Pile and add then to your hand. You must draw both cards before any other action takes place, including TOP PRIORITY ITEMS! (more on Top Priority Items later.)

Feel free to get creative when other players fail their investigations. For example you could say "Go investigate!" or "I'm sorry Geoff, you'll have to conduct your own investigation. Now get out of my office!" or possibly even "What do I look like, The Terrorist Yellow Pages?"

You must conduct an investigation every turn, even if you don't have any terrorists in your hand. You may ask for terrorists belonging to groups who have had all their members captured or killed. (Remember, you get to draw two cards if your investigation fails, so intentionally failing an investigation can sometimes be a good strategy!)
Step 2: Play a Turn Card and Capture Terrorists

Once you have conducted an investigation (successfully or unsuccessfully), you can play one Turn Card, and capture any number of pairs of terrorists, in any order.
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Turn Cards
You can play one and only one Turn Card on your turn. You do not have to play a Turn Card if you do not want to. When you play a Turn card simply do what the card says.

If your Turn Card is negated, you may not play another Turn Card until your next turn.
Capturing

If you have two terrorists belonging to the same group in your hand, you can capture them! To capture terrorists, place two terrorists from the same group face up on the table in front of you. You can only capture terrorists in pairs.

Anytime you capture terrorists, you must give the other players a chance to respond before you either capture more terrorists or play a card.
If you have a pair of terrorists in your hand, you don't have to capture them immediately, but be careful that you don't lose them before you get a chance to make the capture. If there are still terrorists in your hand at the end of the game, you will lose points!
Closing a Case

Each terrorist group has four cards. If you capture all four terrorists in a group (both pairs), then that group's case is closed and those terrorists cannot be taken from you. 
Cards can affect the second pair of terrorists as they are being captured.

Ending Your Turn

When you are done with your turn, declare that your turn is over. The player to your left then takes their turn.

TOP PRIORITY ITEM! cards
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These cards represent the other branches of government messing with your important work. They are rarely a good thing!
If you receive a TOP PRIORITY ITEM! card during your turn, you must play it immediately, before doing anything else, unless you were in the process of drawing cards. If you were in the process of drawing cards (after an investigation or because you played “Pork Barrel Spending”, etc.) finish drawing before you play the TOP PRIORITY ITEM! card.
If you receive a TOP PRIORITY ITEM! card when it's not your turn (at the start of the game, or as a result of an action on another players turn, etc.), you must play it before you investigate on your next turn.

Once the TOP PRIORITY ITEM! card has been resolved, continue your turn wherever it left off. 
If you have more than one TOP PRIORITY ITEM! card in your hand, you may choose which one takes effect first.

Other Types of Cards
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Anytime Cards

These cards can be played at any time. This includes, but is not limited to: during your turn, during another player's turn, in the middle of an investigation, right before a TOP PRIORITY ITEM! Card takes effect, after the game ends but before scores are counted, etc.
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Sometimes Cards 

Each Sometimes Card states the particular conditions under which it can be played. 
If a Sometimes Card is negated, another Sometimes Card can be played to affect the same event.
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Unavoidable

Some cards, in addition to being Turn, Sometimes or Anytime Cards, are harder to stop than others. If a card is Unavoidable, it can only be negated by “Not On My Watch!”  Unavoidable cards have a black striped border.
Taking Control

Some cards let you "take control" of another player’s captured terrorists. This just means that you are making a capture from another player's captured terrorists instead of from your own hand.

Ending the Game

The game ends when a player ends their turn and there are no cards in the Draw Pile. (The player who draws the last card gets to finish their turn.)
Scoring

- Gain three points for each pair of captured terrorists.

- Lose one point for each terrorist still in your hand.

- Gain an additional two points for each closed case.
The player with the highest score is the winner! (Receiving a presidential commendation and full budgetary approval for the next fiscal year. Hooray!)

Order of Events

If there is ever a question as to the order of events (i.e. two players play cards at the same time) Anytime Cards take affect first. Then TOP PRIORITY ITEM! Cards. Lastly, Turn and Sometimes Cards. If there is still a question (i.e. two players play Sometimes Cards at the same time), resolve the events in turn order, starting with the player currently taking their turn.

This is how you should organize

your Captured Terrorists.
	A Captured Pair
	A Closed Case
	A Captured Pair in

a Hidden Detention
Center
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	The Terrorist Groups

  For your reference, here are the names of all the terrorist groups and the reasons why you must hunt them down!

- Apathetic Atheists: Their uncaring ways threaten the core of our value system!

- Certified Members of the Lunatic Fringe: Insidious because they're everywhere. Stop the madness!

- Cultists of Invincible Anarchy: Their disorganization makes them unstoppable.

- Deadly Agents of Unspeakable Evil: Evil is bad. But unspeakable evil… that's really bad!

- Fanatical Bombers of Inrekistan: They hate us for our freedoms.

-Gun Toting Maniacs: Guns kill people. That's why these maniacs like them.

- Militant Satanic Gamers: We are afraid of what we do not understand.

- Outspoken Champions of the Hidden Agenda: If only we knew what their agenda was.…

- Paramilitary Psychopaths: We've been helping them all these years, and this is how they repay us?!

- Proponents of Earth's Total Annihilation: Now that's just crazy talk!
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